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S1116-E PLAYBOY 

IV. FEATURE OPERATION & SCORING 
A. BONUS SCORE FEATURE; 

A bonus score of 1000 to 39.000 points may be scored. The game starts with a bonus 
score of 1000 points. The bonus score advances one step at a time each time the ball 

rolls through the right side rollover, the left rollover button or hits the §5 Key target. The 

bonus score will also be advanced one step each time a lit Playmate target is hit. The 
bonus score will be advanced between one and five advances when a ball goes into the 
Playboy Grotto. The number of advances Is determined by the number of lit lights In the 
Grotto: One light, one advance; Five lights, five advances. 

8. BONUS COLLECT AND BONUS MULTIPLIER: 

When the ball goes into the outhole, the lit bonus score is added to the player's total 

score. If the 2X IKe Is IK, the bonus score Is added to the player's total score twice. If the 

3X llte is lit, the bonus score Is added three times: If the SX lite Is lit, the bonus score Is 

added five times. A tilt nullifies the bonus score. 

The Bonus Multipliers are IK as follows: 

Completing the Five Keys the first time lights 2X. 

Completing the Five Keys the second time lights 3X. 

Completing the Five Keys the third time lights 5X 

C. MEMORY BONUS FEATURES: 

When a Bonus score of 20,000 or higher is achieved, the 20,000 Super Bonus light will 
remain In memory and be IK with the start of each new ball. The Bonus MuKIpllers are 

D. PLAYBOY BUNNY KEY FEATURE. 

The Playboy Key feature Is made up of five Keys. Keys one through four are found at the 
top of the Playfleld. Key one through lour are rollover lanes. The fifth Key Is a target 
found on the center of the playfleld. The five Keys are IK at the start ol a new game. 
When the ball goes over any one rollover, that light goes out and the corresponding 
light In the left side klckout lane goes on. 

The completion of the Playboy Key sequence is explained as follows: 

1st time all Keys made 2X 
2nd time all Keys made 3X 

3rd time all Keys made SX 

4th time and all additional 

times all Keys made Special 

There are three switches which can Influence the frequency at which the Playboy 
sequences are completed. 

SW. #23 Key Liberal-Conservative Switch 
ON: Liberal— Keys which were previously made are held In memory. 

OFF: Conservative — No memory. 

SW. §29 §2 & #3 Key Switch 
ON: Liberal— Keys §2 & #3 are tied together. 

OFF: Conservative— Keys #2 S §3 must be made separately. 


ON: Liberal— Keys #1 & #4 are lied together. 

OFF: Conservative— *1 & *4 must be made separately. 

The suggested setting ol these switches will be tound on page 12. 

E. PLAYBOY GROTTO FEATURE: 

The Playboy Grotto Is located in the upper left section o( the playtield. A ball In the 
Playboy Grotto may score from 1000 to 30,000 points and advance the bonus score from 

The scoring potential of the Grotto Is controlled by the number of lit lights in the Grotto. 

1 Light = 1000 points & 1 Bonus Advance 

2 Lights = 2000 points & 2 Bonus Advances 

3 Lights = 3000 points 4 3 Bonus Advances 

4 Lights = 4000 points & 4 Bonus Advances 

5 Lights = 5000 points & 5 Bonus Advances plus 25.000 

F. PLAYMATE FEATURE: 

The Playmate targets, the five white targets, are located In the lower left section of the 
Playtield. The Playmates score 500 points and advance the bonus when lit. The Play- 
mates light the first time they are hit. Lighting all Playmates the first time lights the 
Rollover button for Extra Ball. Lighting all Playmates the second time lights the Rollover 
button for Special. 

There Is a switch which may be used to control the frequency of Extra Balls and Spe- 
cials which are awarded on the button 

ON: Memory— Button remains lit for award until award Is made. 

OFF: No memory. 

G. DROP TARGET FEATURE: 

Knocking down all the drop targets the first time lights the side out lanes for 25,000 points. 
Knocking down all the drop targets the second time scores Special. 

Switch #22 controls the frequency of Specials on the Drop Target feature. 

SW. #22 

ON: Liberal— Special light remains lit until Special Is made. 

OFF: Conservative— Special light remains lit until the End of that ball In play. 

Switch #24 controls the frequency of the 25,000 outlanes. 

SW. #24 

ON: Liberal— Both outlanes llte for 25,000. 

OFF: Conservative— The Out lane alternates for 25,000. 
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5 Keys Adjustment: 
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RECOMMENDED: 





















ACTION: A) With power ON. open hont door Press button (Sett-Test swi 

once. If the game is correct. aM feature lamps flash ON and OFF 

B) Carelu»y raise ptayfield or open Dacx box to gain access to lam| 

C) Replace bulbs that do not flash 

0) If game Is correct. It Is now ready for play 

E) If game a not correct, h 
A5. Turn power ON and repeat A 

F) If game is correct, if Is now ready lor play ' 

G) If gome is not 

See CAUTION. 1C. Turn power ON and repeat A 

H) If game Is correct, it is now ready lor play.' It game Is not correct, refer 
lo Module Replacement procedure (See Parts List ) 

2B) SYMPTOM: One or some switched lamps always ON 

ACTION: Repeat 2AA.AB.AE. and AFand.il necessary AG & AH 

3AJ SYMPTOM: Display digits improper on one or several, but less than all Display 
" ' "• M Improper One or several segments always OFF. 




twice It the game is correct, each digit on each Display Driver Module At 
(5 used/game) displays the count 1-9 and 0 continuously In all 6 digit 
positions. Note defective Display Driver modules. 

B) Turn power OFF. 

CAUTION: High Voltage Is supplied to the Display Driver Modules, 
At, from the Solenoid Ortver/Voltage Regulator Module A3. Walt 30 
seconds for High Voltage to Bleed Oft. 

C) Replace Display Driver module(s) At Turn power ON Repeat A 

D) If game is conect.it is now ready to play.’ If game is not correct, retor 
to Module Replacement procedure (See Parts List.) 

SYMPTOM: All displays improper (all five display Driver modules). Improper: Digit(s) 
always on or off/segment(s) always on or off . all displays. 

ACTION: A) Repeat 3AA. and AB 


i CAUTION I 






GAME K1116-E PLAYBOY (FIGURE V) 

SOLENOID IDENTIFICATION TABLE 




ASSEMBLY ADJUSTMENTS: 


GENERAL: 



X. SERVICE PARTS: 

A parts catalogue is available upon request The catalogue is illustrated and lists all replace- 
ment parts lor each game manufactured by Bally. Requests should be addressed lo: 

BALLY MANUFACTURING CORPORATION 
2640 WEST BELMONT AVENUE 
CHICAGO. ILLINOIS 60618 
ATTN: PARTS DEPARTMENT 


SERVICE HINTS: 

The Bally playfield has an improved lufl-coat finish with excellent wearing properties Its life 
expectance, as well as play appeal, can be extended by periodic cleaning ol the playfield. 

DO: Bally recommends you clean your playfield with Wildcat #125 (Wildcat Chemical Co., 
1333 W. Seminary Drive. Ft Worth. Texas 76115). Wildcat #125 is a combination cleaner and 
polish Bally has tried and tested this product and found it lobe very effective II Wildcat #125 
is not available. Bally suggests you ask your Distributor to order it Inspect and hand polish the 
ball in a clean doth. A chipped ball must be replaced. It can ruin the finish on the playfield in a 
short period ol time 

DON'T: Use water in large quantities, highly caustic cleaners, abrasive cleaners or cleaning 
pads on the playfield. Do not allow a wax or polish build up. Waxes yellow with ago and spoil 
play appeal 



XI. PARTS UST 
H1116-E PLAYBOY 


MISCELLANEOUS PART NUMBER 

Transformer (Domesllc or Export) E-122-125 

Bulbs. #44 E 125-22 

ASSEMBLY COILS 

Colo Lockout FO-36TOOO 

Flipper Left & Right (2) AO-256001 

34-4900 

Knocker AR 261200 

Out hole Kicker AN 26120C 

Grotto Kickback AN 26I20C 

Thumper -Bumper (3) AN -26 1200 

Sllng-Shot (2) AN-26120C 

Drop Target Reset NO 24- 1400 

PLAYFIELD PARTS See Figure II 

MODULES 

Lamo Oriver AS AS 251623 

Display Driver At Bused) AS-2S1621 

Solenofo DrtvertVonage Regulator A3 AS-2S1622 

MPUA4 AS 2962 3 

Transformer 6 RectiEet A2 AS-2877 1 

Rectitier Board (Part otA2) AS- 251 '18 

Sound AS 28861 


REPAIRS PROCEDURES/AIDS 
Module & Component Replacement 
AID (Assistance In Diagnostics) 

Kit, used with F.0. 5661 

MODULE COMPONENTS 
SEE MODULE PARTS UST 

MODULE COMPONENT STARTER KITS 

(Each Kit contains an assortment ol the most needed electronic parts for use In Module 

Kit #490— Rectifier Board (Part of A2) 

Kit #503— MPU Board A4 (Less Memory U1-U6) 

Kit #492— Solenoid Driver/Voltage Regulator A3 
Kit #493— Display Driver A1 
Kit #494— Lamp Driver A5 
Kit #518— Sound A8 


F.0.5661 
KIT #485-1 










AS- 251 8-21 DISPLAY DRIVER MODULE 













1MFD25V 







